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Description 

[0001] The present invention relates to a command 
processing apparatus or a program product. More spe¬ 
cifically, the present invention relates to a command 
processing apparatus or a program product that is ap¬ 
plied to a game apparatus, and executes a process cor¬ 
responding to an input voice command. 

[0002] One example of this kind of a conventional ap¬ 
paratus is disclosed in Japanese Patent Laying-open No. 
2000-181676. According to the prior art, when an emitted 
voice by a player is taken by a microphone, a word cor¬ 
responding to the emitted voice is detected by a voice 
recognition unit. A behavior (action) of an object dis¬ 
played on a screen is changed on the basis of the de¬ 
tected word. However, the prior art does not assume a 
fact that another action is set to the displayed object. 
Therefore, in the prior art, it is impossible to enjoy a proc¬ 
ess to teach the object to do the action. 

[0003] In US 6,452348 a robot control device is de¬ 
scribed in which a robot is adapted to recognize voiced 
commands and to learn actions through repetition asso¬ 
ciated with those voiced commands. 

[0004] Therefore, it is a primary object of the present 
invention to provide a novel command processing appa¬ 
ratus. 

[0005] Another object of the present invention is to pro¬ 
vide a command processing apparatus capable of enjoy¬ 
ing the procedure of teaching an object to perform an 
action. 

[0006] The other object of the present invention is to 
provide a program product capable of enjoying the pro¬ 
cedure of teaching the object to perform an action. 
[0007] The invention is according to claim 1. The com¬ 
mand processing apparatus comprises an accepting 
means, a first requesting means, a fetching means, a 
retrieving means, a first assigning means, an increasing 
means, and a first output means. The accepting means 
accepts a manual action instruction to the object. The 
first requesting means requests the object to perform an 
action corresponding to the action instruction accepted 
by the accepting means. The fetching means fetches an 
arbitrary voice command in association with the request 
by the first requesting means. The retrieving means re¬ 
trieves a voice command being coincident with the voice 
command fetched by the fetching means from among 
the voice commands which are assigned to actions of 
the object. 

[0008] The first assigning means assigns the voice 
command fetched by the fetching means to the action 
according to the request by the first requesting means 
when the retrieving means fails in the retrieving process. 
The increasing means increases a degree of relation in¬ 
dicating a highness in relevance between the action ac¬ 
cording to the request by the first requesting means and 
the voice command fetched by the fetching means when 
the voice command found by the retrieving means is the 
voice command which is assigned to the action according 


to the request by the first requesting means. The first 
output means outputs a different message depending on 
the degree of relation increased by the increasing means. 
[0009] The manual action instruction to the object is 
accepted by the accepting means (S3: reference numer¬ 
als corresponding in this embodiment, and so forth). The 
action corresponding to the accepted action instruction 
is requested to the object by the first requesting means 
(S7). The arbitrary voice command is fetched by the 
fetching means (S 17) in association with the request by 
the first requesting means. The retrieving means (S 19) 
retrieves the voice command being coincident with the 
fetched voice command from among the voice com¬ 
mands that are assigned to the actions of the object. 
[0010] When the retrieving means fails in the retrieving 
process, the fetched voice command is assigned to the 
action according to the request by the first requesting 
means by the assigning means (S31). 

[0011] On the other hand, if the voice command re¬ 
trieved by the retrieving means is the voice command 
assigned to the action according to the request by the 
first requesting means, the degree of relation indicating 
a highness in relevance between the action according to 
the request by the first requesting means and the voice 
command fetched by the fetching means is increased by 
the increasing means (S53). The output means (S57, 
S59) outputs a different message depending on the in¬ 
creased degree of relation. 

[0012] Accordingly, when a manual action instruction 
is issued in order to teach the object to perform the trick, 
the object performs an action according to the instruction. 
Here, when an arbitrary voice command is issued, the 
voice command is assigned to the action performed by 
the object. When the same action instruction is issued 
again, and the same voice command in relation to exe¬ 
cution of the action by the object is issued again, the 
degree of relation between the executed action and the 
issued voice command is increased. The output mes¬ 
sage is changed with the increase of the degree of rela¬ 
tion. The change of the output message allows the player 
to enjoy the process of teaching the object to do the ac¬ 
tion. 

[0013] The command processing apparatus may fur¬ 
ther comprise a second requesting means to request the 
object to perform an action corresponding to the voice 
command. The second requesting means (S5) requests 
the object to perform the action corresponding to the 
voice command. After the assignment is thus completed, 
it is possible to perform an action according to the voice 
command. 

[0014] The command processing apparatus may fur¬ 
ther comprise a disabling means for disabling the fetching 
means when the degree of relation corresponding to the 
action according to the request by the first requesting 
means satisfies a first condition. When the degree of re¬ 
lation corresponding to the action according to the re¬ 
quest by the first requesting means satisfies the condi¬ 
tion, the fetching means fetches the disabling means. 
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Thus, as to the action corresponding to the degree of 
relation satisfying the condition, changing the assign¬ 
ment of the voice command is prohibited. 

[0015] With the command processing apparatus the 
increasing means increases a numerical value indicating 
the degree of relation, and the disabling means disables 
the fetching means when the numerical value indicating 
the degree of relation reaches a threshold value. 

[0016] The command processing apparatus may fur¬ 
ther comprise a determining means for determining 
whether or not the degree of relation corresponding to 
the action according to the request by the first requesting 
means indicates a default value when the retrieving 
means fails in the retrieving process; and a first decreas¬ 
ing means for decreasing the degree of relation noted by 
the determining means when the determination result by 
the determining means is negative, wherein the first as¬ 
signing means suspends the assignment operation when 
the degree of relation noted by the determining means 
is larger than the default value. 

[0017] When the retrieving means fails in the retrieving 
process, it is determined that whether or not the degree 
of relation corresponding to the action according to the 
request by the first requesting means indicates a default 
value by the determining means (S23). If the determina¬ 
tion result by the determining means is negative, the de¬ 
gree of relation noted by the determining means is de¬ 
creased by the first decreasing means (S27). The first 
assigning means suspends the assignment operation 
when the degree of relation noted by the determining 
means is larger than the default value. Thus, the assigned 
state of the voice command is changed by repeatedly 
issuing another voice command in association with the 
action to which the voice command is assigned. 

[0018] If the voice command found by the retrieving 
means is different from the voice command assigned to 
the action according to the request by the first requesting 
means, the degree of relation corresponding to the voice 
command found by the retrieving means is decreased 
by the second decreasing means (S43). The second as¬ 
signing means (S49), when the decreased degree of re¬ 
lation indicates the default value, assigns the voice com¬ 
mand fetched by the fetching means in place of the voice 
command found by the retrieving means to the action 
according to the request by the first requesting means. 
Thus, it is possible to assign the voice command as¬ 
signed to one action to another action again. 

[0019] The command processing apparatus may fur¬ 
ther comprise a second output means for outputting a 
message as to the decrease of the degree of relation. 
The second output means (S25, S41) outputs a message 
in relation to the decrease of the degree of relation. 
[0020] In the invention according to claims 8-14 also, 
it is possible to enjoy the process of teaching the object 
to perform the action similarly to the invention according 
to claims 1-7. 

[0021] The above described objects and other objects, 
features, aspects and advantages of the present inven¬ 


tion will become more apparent from the following de¬ 
tailed description of the present invention when taken in 
conjunction with the accompanying drawings. 

[0022] Figure 1 is an illustrative view showing appear¬ 
ance of one embodiment of the present invention; 
[0023] Figure 2 is a block diagram showing one exam¬ 
ple of an internal configuration of Figure 1 embodiment; 
[0024] Figure 3 is an illustrative view showing a map¬ 
ping state of a RAM to be applied to Figure 1 embodiment; 
[0025] Figure 4 is an illustrative view showing one ex¬ 
ample of a configuration of a table to be applied to Figure 
1 embodiment; 

[0026] Figure 5 is a flowchart showing a part of an op¬ 
eration of a CPU core to be applied to Figure 1 embod¬ 
iment; 

[0027] Figure 6 is a flowchart showing another part of 
the CPU core to be applied to Figure 1 embodiment; 
[0028] Figure 7 is a flowchart showing the other part 
of the CPU core to be applied to Figure 1 embodiment; 
[0029] Figure 8 is a flowchart showing a further part of 
the CPU core to be applied to Figure 1 embodiment; 
[0030] Figure 9 is a flowchart showing another part of 
the CPU core to be applied to Figure 1 embodiment; 
[0031] Figure 10 is a flowchart showing the other part 
of the CPU core to be applied to Figure 1 embodiment; 
[0032] Figure 11 is a flowchart showing a further part 
of the CPU core to be applied to Figure 1 embodiment; 
[0033] Figure 12 is a flowchart showing another part 
of the CPU core to be applied to Figure 1 embodiment; 
[0034] Figure 13 (A) is an illustrative view showing one 
example of a dog object to be displayed on a screen; 
[0035] Figure 13 (B) is an illustrative view showing an¬ 
other example of the dog object to be displayed on a 
screen; 

[0036] Figure 13 (C) is an illustrative view showing the 
other example of the dog object to be displayed on a 
screen; 

[0037] Figure 14 is a graph showing a speech wave¬ 
form of "sit-up"; 

[0038] Figure 15 is an illustrative view showing a part 
of an operation of the CPU core to be applied to Figure 
1 embodiment; 

[0039] Figure 16 is an illustrative view showing another 
part of the operation of the CPU core to be applied to 
Figure 1 embodiment; 

[0040] Figure 17 is an illustrative view showing the oth¬ 
er part of the operation of the CPU core to be applied to 
Figure 1 embodiment; 

[0041] Figure 18 (A) is an illustrative view showing one 
example of a registered envelope corresponding to a 
voice command of "sit-up"; 

[0042] Figure 18 (B) is an illustrative view showing one 
example of the registered envelope corresponding to a 
voice command of "lie-down"; 

[0043] Figure 19 is an illustrative view showing one 
example of an input envelope of the voice command of 
"sit-up"; 

[0044] Figure 20 (A) is an illustrative view showing one 
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example of a verification operation between the input en¬ 
velope and the registered envelope; 

[0045] Figure 20 (B) is an illustrative view showing an¬ 
other example of the verification operation between the 
input envelope and the registered envelope; and 
[0046] Figure 20 (C) is an illustrative view showing the 
other example of the verification operation between the 
input envelope and the registered envelope. 

[0047] Referring to Figure 1, a game apparatus 10 of 
one embodiment of this invention includes LCDs (liquid 
crystal display) 12 and 14. The LCDs 12 and 14 are pro¬ 
vided on a housing 16 so as to be arranged in a prede¬ 
termined position. In this embodiment, the housing 16 
includes an upper housing 16a and a lower housing 16b. 
The LCD 12 is provided on the upper housing 16a while 
the LCD 14 is provided on the lower housing 16b. Ac¬ 
cordingly, the LCDs 12 and 14 are closely arranged so 
as to be longitudinally (vertically) parallel with each other. 
[0048] It is noted that although the LCD is utilized as 
a display in this embodiment, an EL (Electronic Lumines¬ 
cence) display and a plasma display may be used in place 
of the LCD. 

[0049] As can be understood from Figure 1, the upper 
housing 16a has a plane shape little larger than a plane 
shape of the LCD 12, and has an opening formed so as 
to expose a display surface of the LCD 12 from one main 
surface thereof. On the other hand, the lower housing 
16b has a plane shape horizontally longerthan the upper 
housing 16a, and has an opening formed so as to expose 
a display surface of the LCD 14 at an approximately cent¬ 
er of the horizontal direction. Furthermore, the lower 
housing 16b is provided with a sound hole 18 and an 
operating switch 20 (20a, 20b, 20c, 20d, 20e, 20L and 
20R). 

[0050] In addition, the upper housing 16a and the lower 
housing 16b are rotatably connected at a lower side (low¬ 
er edge) of the upper housing 16a and a part of an upper 
side (upper edge) of the lower housing 16b. Accordingly, 
in a case of not playing a game, for example, if the upper 
housing 16a is rotatably folded such that the display sur¬ 
face of the LCD 12 and the display surface of the LCD 
14 are face to face with each other, it is possible to prevent 
the display surfaces of the LCDs 12 and 14 from being 
damaged. It is noted that in place of rotatably connecting 
the upper housing 16a and the lower housing 16b with 
each other, the upper housing 16a and the lower housing 
16b may integrally be formed. 

[0051] The operating switch 20 includes a direction in¬ 
structing switch (cross switch) 20a, a start switch 20b, a 
select switch 20c, an action switch (A button) 20d, an 
action switch (B button) 20e, an action switch (L button) 
20L, and an action switch (R button) 20R. The switches 
20a, 20b and 20c are placed at the left of the LCD 14 on 
the one main surface of the lower housing 16b. Also, the 
switches 20d and 20e are placed at the right of the LCD 
14 on the one main surface of the lower housing 16b. 
Furthermore, the switches 20L and 20R are placed in a 
part of an upper edge (top surface) of the lower housing 


16b, and lie of each side of the connected portion with 
the upper housing 16a. 

[0052] The direction instructing switch 20a functions 
as a digital joystick, and is utilized for instructing a moving 
direction of a player character (or player object) to be 
operated by a player, instructing a moving direction of a 
cursor, and so forth by operating anyone of four depres¬ 
sion portions. The start switch 20b is formed of a push 
button, and is utilized for starting (restarting), temporarily 
stopping (pausing) a game, and so forth. The select 
switch 20c is formed of the push button, and utilized for 
a game mode selection, etc. 

[0053] The action switch 20d, that is, the A button is 
formed of the push button, and allows the player charac¬ 
ter to perform an arbitrary action, except for instructing 
the direction, such as hitting (punching), throwing, hold¬ 
ing (obtaining), riding, jumping, etc. For example, in an 
action game, it is possible to apply an instruction of jump¬ 
ing, punching, moving arms, etc. In a role-playing game 
(RPG) and a simulation RPG, it is possible to apply an 
instruction of obtaining an item, selecting and determin¬ 
ing arms or command, etc. The action switch 20e, that 
is, the B button isformed of the push button, and is utilized 
for changing a game mode selected by the select switch 
20c, canceling an action determined by the A button 20d, 
and so forth. 

[0054] The action switch (L button) 20L and the action 
switch (R button) 20R are formed of the push button, and 
the L button 20L and the R button (R button) 20R can be 
utilized for the same operation as the A button 20d and 
the B button 20e, and can also be utilized for an operation 
of a subsidiary of the A button 20d and the B button 20e. 
[0055] Also, the game apparatus 10 is a game appa¬ 
ratus with the use of a touch panel, and the touch panel 
22 is provided on a top surface of the LCD 14. As the 
touch panel 22, any one of a resistance film system, an 
optical system (infrared rays system), and an electrostat¬ 
ic capacitive coupling system can be utilized. In response 
to an operation by depressing, stroking (touching), and 
so forth with a stick 24 such as stylus pen, or a finger 
(hereinafter, referred to as "stick 24, etc.") on a top sur¬ 
face of the touch panel 22, the touch panel 22 detects a 
coordinates position of the stick 24, etc. to output coor¬ 
dinates position data. 

[0056] It is noted that in this embodiment, a resolution 
of the display surface of the LCD 14 is 256 dotsx192 
dots (this is true for the LCD 12), and a detection accuracy 
of the touch panel 22 is also rendered 256 dotsx 192 dots 
in correspondence to the resolution of the display sur¬ 
face. However, the detection accuracy of the touch panel 
22 may be lower than the resolution of the display sur¬ 
face, or higher than it. 

[0057] In this embodiment, a game screen to be 
viewed by the player is displayed on the LCD 12, and a 
game screen to be viewed and operated by the player in 
association with the game screen of the LCD 12 is dis¬ 
played on the LCD 14. Here, the game screen to be dis¬ 
played on the LCD 14 includes an object, an icon, text 
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information, etc. operable (touchable) by the stick, etc. 
The player directly touches the object displayed on the 
LCD 14 by the stick 24, etc. to thereby perform the object 
selection, the coordinates input, etc. 

[0058] Also, it is possible to instruct other various in¬ 
puts depending on the kind of the game. For example, it 
is possible to select texture information and a command 
icon displayed on the display screen of the LCD 14, and 
instruct a scrolling direction of the game screen (map) 
displayed on the LCD 12. 

[0059] Thus, the game apparatus 10 has the LCD 12 
and the LCD 14 as a display portion of two screens, the 
touch panel 22 is provided on the display screen of the 
LCD 14, and the operating switch 20 is provided on the 
lower housing 16b. That is, the game apparatus 10 has 
two screens (LCD 12, 14) and two systems of the oper¬ 
ating portions (20, 22). 

[0060] Furthermore, in this embodiment, the stick 24 
can be inserted into a housing portion 26 provided in 
proximity to a right side surface of the upper housing 16a, 
for example, and taken out therefrom as necessary. It is 
noted that in a case of preparing no stick 24, it is not 
necessary to provide the housing portion 26. 

[0061] Also, the game apparatus 10 includes a mem¬ 
ory card (or game cartridge) 28. The memory card 28 is 
detachable, and inserted into a loading slot 30 provided 
on a rear surface or a lower edge (bottom surface) of the 
lower housing 16b. A connector 46 (see Figure 2) is pro¬ 
vided at a depth portion of the loading slot 30 for con¬ 
necting a connector (not shown) provided at an end por¬ 
tion of the memory card 28 in the loading direction. There¬ 
fore, when the memory card 28 is loaded into the loading 
slot 30, the connectors are connected with each other, 
and the memory card 28 is accessible by a CPU core 42 
(see Figure 2) of the game apparatus 10. 

[0062] A microphone 34 for fetching a sound is provid¬ 
ed at the right side of the LCD 14, and a speaker 32 (see 
Figure 2) is provided at a position corresponding to the 
sound hole 18 inside the lower housing 16b. 

[0063] Furthermore although omitted in Figure 1, for 
example, a battery accommodating box is provided on a 
rear surface of the lower housing 16b. A power switch, 
a volume switch, an external expansion connector, an 
earphone jack, etc. are provided on a bottom surface of 
the lower housing 16b. 

[0064] Figure 2 is a block diagram showing an electric 
configuration of the game apparatus 10. Referring to Fig¬ 
ure 2, the game apparatus 10 includes an electronic cir¬ 
cuit board 40, and on the electronic circuit board 40, a 
circuit component such as the CPU core 42, etc. is mount¬ 
ed. The CPU core 42 is connected to the connector 46, 
a RAM 48, a GPU (Graphics Processing Unit) 50, a GPU 
52, an l/F circuit 54, and an LCD controller 60 via a bus 44. 
[0065] The connector 46 is detachably connected with 
the memory card 28 as described above. The memory 
card 28 includes a ROM 28a and a RAM 28b. Although 
illustration is omitted, the ROM 28a and the RAM 28b 
are connected with each other via a bus, and also con¬ 


nected with a connector (not shown) to be connected 
with the connector 46. Accordingly, the CPU core 42 
gains access to the ROM 28a and the RAM 28b. 

[0066] The ROM 28a stores in advance a game pro¬ 
gram for a game to be executed by the game apparatus 
10, image data such as a character image, a background 
image, an item image, a message image, etc., and sound 
data such as an effective sound, a BGM, an onomato¬ 
poeic sound of the character, etc. The backup RAM 28b 
saves proceeding data and result data of the game. 
[0067] The RAM 48 is utilized as a buffer memory or 
a working memory. That is, the CPU core 42 loads the 
game program, the image data, the sound data, etc. 
stored in the ROM 28a of the memory card 28 into the 
RAM 48, and executes the loaded game program. The 
CPU core 42 stores in the RAM 48 temporary data such 
as game data, flag data, etc. in correspondence with 
progress of the game. 

[0068] It is noted that such the game program, the im¬ 
age data, the sound data, etc. are read from the ROM 
28a entirely at a time, or partially and sequentially so as 
to be stored into the RAM 48. 

[0069] Each of the GPU 50 and the GPU 52 forms a 
part of a rendering means, is constructed by, for example, 
a single chip ASIC. The GPU 50 or 52 receives a graphics 
command (construction command) from the CPU core 
42 to generate game image data according to the graph¬ 
ics command. Flere, the CPU core 42 applies to each of 
the GPU 50 and the GPU 52 an image generating pro¬ 
gram (included in the game program) necessary for gen¬ 
erating the game image data in addition to the graphics 
command. 

[0070] It is noted that data (image data such as a pol¬ 
ygon, a texture, etc.) necessary for executing the graph¬ 
ics command is stored in the RAM 48, and obtained by 
the GPU 50 or 52. 

[0071] Furthermore, the GPU 50 is connected with a 
VRAM 56, and the GPU 52 is connected with a VRAM 
58. The GPU 50 renders the created game image data 
in the VRAM 56, and the GPU 52 renders the created 
game image data in the VRAM 58. 

[0072] The VRAM 56 and 58 are connected to the LCD 
controller 60. The LCD controller 60 includes a register 
62. The register 62 includes one bit, for example, and 
stores a data value of "0" or "1" according to an instruction 
of the CPU core 42. The LCD controller 60 outputs the 
game image data rendered in the VRAM 56 to the LCD 
12, and outputs the game image data rendered in the 
VRAM 58 to the LCD 14 in a case that the data value of 
the register 62 is "0". Furthermore, the LCD controller 60 
outputs the game image data rendered in the VRAM 56 
to the LCD 14, and outputs the game image data ren¬ 
dered in the VRAM 58 to the LCD 12 in a case that the 
data value of the register 62 is "1". 

[0073] The l/F circuit 54 is connected with the operat¬ 
ing switch 20, the touch panel 22, the speaker 32, and 
the microphone 34. Flere, the operating switch 20 is the 
above-described switches 20a, 20b, 20c, 20d, 20e, 20L 
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and 20R. When the operating switch 20 is operated, a 
corresponding operation signal (operation data) is input 
to the CPU core 42 via the l/F circuit 54. Furthermore, 
the coordinates data detected from the touch panel 22, 
the sound data fetched by the microphone 34 are also 
input to the CPU core 42 via the l/F circuit 54. In addition, 
the CPU core 42 reads the sound data necessary for the 
game such as a BGM, a sound effect, an onomatopoeic 
sound of the game character, etc. from the RAM 48, and 
outputs it from the speaker 32 via the l/F circuit 54. 
[0074] Figure 3 shows one example of a memory map 
of the RAM 48. The RAM 48 includes a program storage 
area 70 for storing programs loaded from the ROM 28a 
of the memory card 28. The loaded programs include an 
operation input program 72, an object operation program 
74, an object action display program 76, a voice input 
program 78, a voice verification program 80, a touch ob¬ 
ject action-voice relating program 82, etc. 

[0075] It is noted that in the program storage area 70, 
although illustration is omitted, other various programs 
required to proceed the game such as a program to gen¬ 
erate/output a game image and a game voice are stored. 
[0076] The operation input program is a program for 
inputting an operation by a player through a key or a 
touch panel. The object operation program is a program 
for operating an object in response to an operation input 
by an operation input program. The object action display 
program is a program for displaying an object in a manner 
according to the operation by the object operation pro¬ 
gram. 

[0077] In this embodiment, a dog object DG is dis¬ 
played on the LCD 12 in a manner shown in Figure 13 
(A), Figure 13(B) or Figure 13(C) by executing the object 
action display program for performing a display process 
of the object with various postures set in advance. More 
specifically, three-dimensional graphics rendering data 
(not illustrated) originally stored in the ROM 28a and con¬ 
struction of the dog object is rendered in the virtual three- 
dimensional game space according to a transformation 
procedure (not illustrated) of the display control data such 
as corresponding coordinate data when a predetermined 
operation input is present. For example, Figure 13 (A) 
shows a display state of a sitting posture, Figure 13 (B) 
shows a display state of a lie-down posture, and Figure 
13 (C) shows a display state of a standing posture. It is 
noted that in this embodiment, a "posture" is synonymous 
with a "trick". 

[0078] The voice input program 78 is a program for 
inputting a voice generated by the player through the 
microphone 34, and the voice verification program 78 is 
a program for verifying the input voice against the regis¬ 
tered voice. The touch object action-voice relating pro¬ 
gram is a program for relating to a desired input voice 
into a process for displaying an object defined by an op¬ 
eration ofthe stick 24 in various postures decided in ad¬ 
vance. Furthermore, the RAM48 includes a data storage 
area 90. The data storage area 90 has an operation data 
storing area 92, an input voice data temporarily storing 


area 94, an operation-object action corresponding data 
storing area 96, an object action control table storing area 
98, and a registered voice data storing area 100. 

[0079] The operation data storing area 92 temporarily 
stores data according to the operation of the operating 
switch 20 and the stick 24. More specifically, data indic¬ 
ative of which operating switch 20 is depressed is tem¬ 
porarily stored, or input coordinates and change of coor¬ 
dinates indicative of how the stick 24 touches the touch 
panel 22 are temporarily stored. The input voice data 
temporarily storing area 94 temporarily stores envelope 
data of the input voice by the voice input program 76. 
[0080] The object action control table storing area 98 
is an area to store a table 98t (see Figure 4) for controlling 
an association between the input voice and the object. 
The registered voice data storing area 100 is an area to 
store a voice satisfying a condition by the touch object 
action-voice relating program out of the input voices as 
the registered voice. 

[0081] Referring to Figure 4, as to the table 98t, a plu¬ 
rality of identification numbers are assigned to a plurality 
of posture displays. For example, the identification 
number "0" is assigned to the display of the lie-down pos¬ 
ture, the identification number "1" is assigned to the dis¬ 
play of the standing posture, and the identification 
number "2" is assigned to the display of the sitting pos¬ 
ture. 

[0082] When the voice data corresponding to the voice 
of "lie down" is input at a time that the dog object DG 
displayed on the LCD 12 takes a lie-down posture, for 
example, the input voice data is stored in the registered 
voice data storing area 100, and the pointer pointing the 
registered voice of "lie down" is assigned to the identifi¬ 
cation number of "0". Similarly, when the voice of "sit up" 
is input as data at a time that the displayed dog object 
DG takes the standing posture, the input voice is stored 
in the registered voice data storing area 100, and further 
the pointer pointing the registered voice of "sit up" is as¬ 
signed to the identification number of "1". A degree of 
relation Lv is a variable indicative of a highness in relation 
between the registered voice and the posture, and shows 
any one of values "0"-"3". 

[0083] A description is made on a processing operation 
of the CPU core 42 when a game play is performed in 
the game apparatus 10 by utilizing Figure 5-Figure 12. 
First, referring to Figure 5, in a step SI, an initialization 
setting ofthe game is performed. That is, initialization of 
the touch panel, setting the default value ofthe operating 
switch, or initialization of flags to be utilized in the various 
game processing is performed to make preparation for 
the game processing. In a succeeding step S3, it is de¬ 
termined whether or not an instruction to make the object 
to perform a predetermined trick action with the stick 24 
is generated, that is, it is determined whether or not the 
trick action instruction isgenerated. lf"NO" here, another 
game processing is performed in a step S5, and then, 
the process returns to the step S3. 

[0084] If "YES" in the step S3, a trick action process 
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for performing the trick action display of the object set in 
advance in response to the input by the stick is executed 
in a step S7. The trick action processing making the ob¬ 
ject perform the trick action display on the basis the voice 
input rather than the operation input is executed in the 
step S5. In a step S9, the degree of relation Lv assigned 
to the corresponding trick action display (instructed trick) 
is detected from the table 98t shown in Figure 4, and it 
is determined whether or not the detected degree of re¬ 
lation Lv is "3". If "YES" here, the process returns to the 
step S3. On the other hand, if "NO", a trick button TRfor 
guiding that the voice registration is capable is displayed 
on the screen in a manner shown in Figure 13 (A), Figure 
13 (B) or Figure 13 (C). 

[0085] In a step S 13, it is determined whether or not 
the trick button TR is operated by the stick 24, and in a 
step SI5, it is determined whether or not another button 
operation is performed. When the other button is oper¬ 
ated, the process returns to the step S3, and when the 
trick button TR is operated, the process proceeds to the 
process in a step S 17 and following. 

[0086] In the step S 17, a voice input process is exe¬ 
cuted, and in a step S 19, a voice verification process is 
executed. The envelope data of the voice command input 
through the microphone 34 by the voice input process is 
created in the input voice data temporarily storing area 
94 shown in Figure 3. Furthermore, the input voice is 
compared to all the registered voices stored in the reg¬ 
istered voice data storing area 100 by the voice verifica¬ 
tion process. 

[0087] In a step S21, it is determined whether or not 
the verification result is "-1". When the registered voice 
being coincident with the input voice is detected, the ver¬ 
ification result shows the identification number ofthe pos¬ 
ture control (action display) of the object to which the 
registered voice is assigned. On the other hand, if the 
registered voice being coincident with the input voice is 
not detected, the verification result indicates "-1". 

[0088] If the verification result is "-1", it is determined 
whether or not the degree of relation Lv assigned to the 
instructed trick is "0" in a step S23. If "YES" here, the 
process proceeds to a step S31, the input voice is moved 
from the input voice data temporarily storing area 94 to 
the registered voice data storing area, and the moved 
input voice, that is, the pointer pointing the registered 
voice is assigned to the instructed trick. In a step S33, 
the degree of relation Lv assigned to the instructed trick 
is set to "1 ", and then, the process returns to the step S3. 
[0089] If "NO" in the step S23, a display process of an 
action such as the object being confused is executed in 
a step S25. By the confused action process, a question 
mark, for example, is displayed above the dog object DG. 
In a step S27, the degree of relation Lv assigned to the 
instructed trick is decremented, and in a step S29, it is 
determined whether or not the updated degree of relation 
Lv is "0". If "NO" here, the process directly returns to the 
step S3, and if "YES", the process proceeds to the steps 
S31 and S33, and then returns to the step S3. 


[0090] If the verification result indicates a numerical 
value equal to or more than "0", the process proceeds 
from the step S21 to step S35 to determine whether or 
notthe numerical value indicated by the verification result 
is coincident with the identification number of the trick 
having the degree of relation Lv of "3". If "YES" here, the 
process proceeds to the step S37, a trick action process 
(display process for allowing the object to perform a cor¬ 
responding trick action) as to the trick having the coinci¬ 
dent identification number ofthe trick is executed. Then, 
the process returns to the step S3. 

[0091] If "NO" in the step S35, it is determined whether 
or not the numerical value indicated by the verification 
result is coincident with the identification number of the 
instructed trick in a step S39. If "YES" here, the process 
proceeds to a step S53 to increment the degree of relation 
Lv assigned to the instructed trick. It is determined wheth¬ 
er or not the updated degree of relation Lv indicates "3" 
in a step S55, and if "NO", a once-nodding-action process 
is executed in a step S59 while if "YES", a twice-nodding- 
action process is executed in a step S57. When the once- 
nodding-action process is performed, an action display 
is performed such that the dog object DG on the screen 
gives out ’’woof. When the twice-nodding-action process 
is performed, an action display is performed such that 
the dog object DG on the screen gives out "woof, woof. 
After completion of the process in the step S57 or S59, 
the process returns to the step S3. 

[0092] If "NO" in the step S39, a confused action proc¬ 
ess is executed in a step S41. A question mark is dis¬ 
played above the dog object DG. In a step S43, the de¬ 
gree of relation Lv assigned to the trick corresponding to 
the verification result is decremented, and in a step S45, 
it is determined whether or not the updated degree of 
relation Lv is "0". If "NO" here, the process directly returns 
to the step S3 while if "YES", the process in steps S47- 
S51 is performed, and then, the process returns to the 
step S3. 

[0093] In the step S47, assigning the registered voice 
to the trick corresponding to the verification result is can¬ 
celed. In the step S49, a voice registration process similar 
to the step S31 as to the instructed trick is performed. In 
the step S51, the degree of relation Lv assigned to the 
instructed trick is set to "1". 

[0094] When a voice input is performed in a state that 
the degree of relation Lv ofthe lie-down posture indicates 
"0", the degree of relation Lv of the standing posture in¬ 
dicates "3", and the degree of relation Lv of the sitting 
posture indicates "0" out of the trick to be displayed, a 
series of processes is executed as follows. 

[0095] When the player makes the dog object DG 
stand by operating the stick 24, since the degree of re¬ 
lation Lv assigned to the standing posture is "3", the proc¬ 
ess returns from the step S9 to the step S3. That is, it is 
impossible to change the voice registration as to the pos¬ 
ture indicative of the degree of relation Lv of "3". 

[0096] When the player makes the dog object DG lie 
down by operating the stick 24, and actually inputs the 
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voice of "lie down" through the operation of the trick but¬ 
ton TR, since the voice of "lie down" is not registered, the 
verification result indicates "-1". Furthermore, since the 
degree of relation Lv assigned to the lie-down posture is 
"0", the process proceeds to the step S31 through the 
steps S21 and S23. Consequently, the input voice of "lie 
down" is registered, and the pointer pointing the regis¬ 
tered voice of "lie down" is assigned to the trick action 
display of the lie-down posture. The degree of relation 
Lv assigned to the lie-down posture is set to "1" by the 
process in the step S33. 

[0097] When the player makes the dog object DG lie 
down again by operating the stick 24, and inputs again 
the voice of "lie down" through the operation of the trick 
buttons TR, since the voice of "lie down" has been reg¬ 
istered, the verification result indicates "0". The process 
proceeds to a step S53 through the steps S21, S35 and 
S39, and the degree of relation Lv assigned to the lie- 
down posture is updated from "1" to "2". The process 
proceeds to a step S59 through a step S55, and conse¬ 
quently, an action display process of making the dog ob¬ 
ject DG barks once such as "woof is performed. 

[0098] When the player repeats the same operation, 
the degree of relation Lv is updated from "2" to "3", and 
the dog object DG barks twice such as "woof, woof. The 
updating of the degree of relation Lv to "3" prevents the 
voice registered in the lie-down posture from being 
changed. 

[0099] It is noted that when the player makes the dog 
object DG lie down by operation the stick 24, and inputs 
an actual voice of "pleaselie down" through the operation 
of the trick buttons TR in a state that the degree of relation 
Lv assigned to the lie-down posture indicates "2", the 
verification result becomes "-1". It is noted that since the 
degree of relation Lv assigned to the lie-down posture is 
"2", the process proceeds to a step S25 through the steps 
S21 and S23. A question mark is displayed above the 
dog object DG, and then, the degree of relation Lv as¬ 
signed to the lie-down posture is updated from "2" to "1". 
[0100] When the player repeats the same operation in 
order to input the voice of "please lie down" again, the 
question mark is displayed above the dog object DG, and 
the degree of relation Lv assigned to the lie-down posture 
is updated from "1" to "0". At this time, the process pro¬ 
ceeds from the step S29 to the step S31. In the registered 
voice data storing area, the voice of "pleaselie down" is 
registered, and the pointing destination assigned to the 
lie-down posture is updated from the registered voice of 
"lie down" to the registered voice of "please lie down". 
The degree of relation Lv assigned to the lie-down pos¬ 
ture is updated from "0" to "1 ". 

[0101] When the player makes the dog object DG sit 
down by operating the stick 24, and inputs the voice of 
"please lie down" through the operation of the trick button 
in this state, the verification result indicates "0". The nu¬ 
merical value is different from the identification number 
"3" of the sitting posture, and therefore, the process pro¬ 
ceeds to the step S41 through the steps S21, S35 and 


S39. 

[0102] The question mark is displayed above the dog 
object DG, and then, the degree of relation Lv assigned 
to the lie-down posture is updated from "1" to "0" by the 
process in a step S43. Since the updated degree of re¬ 
lation Lv is "0", "YES" is determined in a step S45, and 
assignment of the registered voice to the lie-down pos¬ 
ture is canceled in a step S47. In addition, the registered 
voice of "please lie down" is assigned to the sitting pos¬ 
ture by the process in a step S49, and the degree of 
relation Lv assigned to the sitting posture is set to "1". 
[0103] The voice input process in the step S17 is ex¬ 
ecuted according to the flowchart shown in Figure 8. First, 
in a step S61, a voice command is input through the mi¬ 
crophone 34. In a step S63, a voice section of an input 
voice command is determined. If a length of the voice 
section is equal to or less than a threshold value TH1, or 
is equal to or more than a threshold value TH2, an error 
message is output in a step S65, and then, the process 
returns to the step S61. On the contrary thereto, when 
the length of the voice section is above the threshold 
value TH1 and below the threshold value TFI2, the proc¬ 
ess proceeds to a step S67 to eliminate a non-voice com¬ 
ponent from a head and an end of the waveform data 
representing the input voice command. In a step S69, 
the waveform data from which the non-voice component 
is eliminated is normalized, and in a succeeding step 
S71, the normalized waveform data is split into equal 150 
parts. 

[0104] When the voice command issued by the player 
is "sit up", waveform data shown in Figure 14 is obtained 
by the process in the steps S67 and S69. The obtained 
waveform data is split into 150 partial waveforms W (1 )-W 
(150) as shown in Figure 15 by the process in the step 
S71. 

[0105] In a stepS73, "1" is set to a variable N. In a step 
S75, an absolute value W (N) max which is an absolute 
value of the maximum amplitude as to a partial waveform 
W (N) is detected (see Figure 15), and in a step S77, the 
detected absolute value W (N) max is set as an envelope 
value E (N). 

[0106] In a step S79, it is determined whether or not 
the variable N reaches "150". If "NO" here, the variable 
N is incremented in a step S81, and then, the process 
returns to the step S73. Thus, the absolute values W (1) 
max-W (150) max are respectively detected from the par¬ 
tial waveforms W (1 )-W (150), and the detected absolute 
values W (1) max-W (150) max are respectively set as 
the envelope values E (1)-E (150). 

[0107] As to the partial waveforms W (1)-W (150) 
shown in Figure 15, the absolute values W (1) max-W 
(150) max are detected in a manner shown in Figure 16, 
and set as the envelope values E (1)-E (150) as shown 
in Figure 17. 

[0108] If "YES" is determined in the step S79, the proc¬ 
ess proceeds to a step S83, and the envelope values E 
(1)-E (150) are assigned to the identification number for 
identifying a current display state. After completion of the 
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storing process, the process is restored to the hierarchi¬ 
cal upper level of the routine. 

[0109] Additionally, the envelope values of "lie down" 
are changed as shown in Figure 18(B) in comparison 
with the registered envelope of "shit up" shown in Figure 
18(A). 

[0110] The voice verification process in a step SI9 
shown in Figure 5 is executed according to the flowchart 
shown in Figure 9-Figure 12. First, in a step S91, it is 
determined whether or not the registered voice exists. If 
"NO" here, "-1" is determined as a verification result in a 
step S93, and if "YES", any one of the registered voices 
is designated in a step S95. 

[0111] In a step S97, a variable S is set to "-4", and in 
a step S99, a variable N is set to "5". In a step SI01, a 
difference between an envelope value EK (N) forming an 
envelope of the designated registered voice and an en¬ 
velope value E (N+S) forming an envelope of the input 
voice is evaluated. 

[0112] It is determined whether or not the variable N 
reaches "146" in a step SI03, and if NO, the variable N 
is incremented in a step SI05, and then, the process 
returns to the step SI 01. Consequently, the partial eval¬ 
uation process in a step S 107 is repeated at 142 times, 
and a total of 142 partial evaluated values are obtained. 
[0113] In the step SI07, the partial evaluated values 
of 142 is totally evaluated, and in a step SI 09, it is de¬ 
termined whether or not a variable S reaches "4". If the 
variable S is less than "4", the variable S is incremented 
in a step Sill, and then, the process returns to the step 
S99. As a result, a series of process in the step 399- 
SI 09 is repeated at nine times, and nine total evaluated 
values are obtained. In a step S 113, a total evaluated 
value having a maximum numerical value is specified 
from among the nine evaluated values. 

[0114] It is noted that the reason why the value to be 
taken as the variable N in the partial evaluation process 
is limited to the "5"-"146" range in the partial evaluation 
process is that the variable S is changed within the "- 
4"-"4" range. That is, a range to be taken by the variable 
N is limited such that a correspondence of the envelope 
of the registered voice to the envelope of the input voice 
is sure to be maintained. 

[0115] In a case that the input voice of "sit up" shown 
in Figure 19 is compared with the registered voice of "sit 
up" shown in Figure 18 (A), when the variable S is "-1", 
a difference between the input voice and the registered 
voice is evaluated in a manner shown in Figure 20 (A), 
and when the variable S is "0", the difference between 
the input voice and the registered voice is evaluated in 
a manner shown in Figure 20 (B), and when the variable 
S is "+1 ", the difference between the input voice and the 
registered voice is evaluated in a manner shown in Figure 
20 (C). 

[0116] In a step S115, it is determined whether or not 
a comparison with all the registered voices is completed, 
and if "NO", designation of the registered voice is updated 
in the step SI 03, and then, the process returns to the 


step S94. Consequently, total evaluated values corre¬ 
sponding to the registered voice in number can be ob¬ 
tained. 

[0117] A total evaluated value having the maximum 
evaluated value is detected out of total evaluated values 
thus obtained in a step S 119. In a step S 121, it is de¬ 
termined whether or not the detected total evaluated val¬ 
ue is above a defined value. If "YES" here, the process 
proceeds to a step S 123 to determine the identification 
number of the registered voice corresponding to the de¬ 
tected total evaluated value as a verification result. On 
the other hand, If "NO" in the step S 121, the process 
proceeds to a step S 125 to determine "-1" as a verifica¬ 
tion result similar to the above-described step S93. After 
completion of the process in the step S123 or S125, the 
process is restored to the hierarchical upper level of the 
routine. 

[0118] The partial evaluation process in the step S101 
1 shown in Figure 8 is executed according to a flowchart 
shown in Figure 10. First, it is determined whether or not 
the variable N is "1" in a step SI 31. If "NO" here, the 
process directly proceeds to a step SI 35 while if "YES", 
"0" is set to the variables XI and X2 in a step SI 33, and 
then, the process proceeds to the step SI 35. In the step 
S135, a threshold value TH (N) is calculated. The larger 
the envelope value EK (N) is, the larger the threshold 
value TH (N) is. 

[0119] In a step SI 37, a difference absolute value |EK 
(N)-E (N+S)| which is a difference absolute value be¬ 
tween the envelope values EK (N) and E (N+S) is com¬ 
pared to the threshold value TH (N). Here, if the difference 
absolute value |EK (N)-E (N+S)| is equal to or more than 
the threshold value TH (N), the process is directly re¬ 
stored to the hierarchical upper level of the routine. On 
the other hand, if the difference absolute value | EK (N)-E 
(N+S)| is less than the threshold value TH (N), the vari¬ 
able XI is incremented in a step SI 39, and it is deter¬ 
mined whether or not the variable N is above "1" in a step 
S141. 

[0120] If "NO" in the step S141, the process is directly 
restored to the hierarchical upper level of the routine. If 
"YES" in the step SI41, the process proceeds to a step 
S143 to compare a difference absolute value |EK (N-1 )-E 
(N+S-1) which is a difference absolute value between 
the envelope values EK (N-1) and E (N+S-1) to the 
threshold value TH (N-1). Then, if the difference absolute 
value |EK (N-l)-E (N+S-1 )| is equal to or more than the 
threshold value TH (N-1), the process is restored to the 
hierarchical upper level ofthe routine. On the other hand, 
if the difference absolute value |EK (N-l)-E (N+S-1 )| is 
less than the threshold value TH (N-1), the variable X2 
is incremented in a step SI45, and then, the process is 
directly restored to the hierarchical upper level ofthe rou¬ 
tine. 

[0121] By repeating the process at 142 times, the var¬ 
iable XI indicates the number of the partial waveforms 
having approximately the same envelope value between 
the registered voice and the input voice, and the variable 
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X2 indicates the number of partial waveforms having ap¬ 
proximately the same envelope value as to the adjacent 
partial waveforms. 

[0122] The total evaluation process in the step SI 07 
shown in Figure 8 is executed according to a flowchart 
shown in Figure 11. In a step SI 51, the variable XI is 
divided by "142" to acquire a coefficient R1, and in a step 
SI 53, the variable X2 is divided by "141" to acquire a 
coefficient R2. The coefficient R1 indicates a ratio of the 
partial waveforms having approximately the same enve¬ 
lope value between the registered voice and the input 
voice, and the coefficient R2 indicates a ratio of the partial 
waveforms having approximately the same envelope val¬ 
ue as to the adjacent partial waveforms also. In a step 
SI 55, an average value between the coefficients R1 and 
R2 is calculated as a total evaluation value, and after 
completion of the calculation process, the process is re¬ 
stored to the hierarchical upper level of the routine. 
[0123] As can be understood from the above descrip¬ 
tion, a trick action instruction based on the operation input 
set in advance to the dog object DG is accepted in the 
step S3. The trick action corresponding to the accepted 
trick action instruction is required to the object in the step 
S7. An arbitrary voice is taken in association with the 
request process in the step S7 in the step SI7. The voice 
command coincident with the taken voice is searched 
among the registered voices by the voice verification 
process in the step SI9. 

[0124] If the verification process fails, the verification 
result indicates "-1". The taken voice command is as¬ 
signed to the trick to be executed by the display control 
of the object in the step S7 by the process in the step S31. 
[0125] On the other hand, if the voice command found 
by the verification process is the voice command as¬ 
signed to the trick executed in the step S7, the degree 
of relation Lv assigned to the trick to be executed is in¬ 
cremented in the step S53. The dog object DG performs 
a different nodding action depending on the degree of 
relation Lv. 

[0126] Accordingly, when a manual trick action instruc¬ 
tion is issued in response to the operation input in order 
to bring the voice input into correspondence with the ac¬ 
tion display control of the object determined in advance 
(that is, to teach the dog object DG to do tricks), the dog 
object DG executes a trick according to the instruction. 
Here, when an arbitrary voice command is issued, the 
voice command is assigned to the executed trick. When 
the same trick action instruction is issued again and the 
same voice command is issued again as to execution of 
the trick by the object, the degree of relation Lv between 
the executed trick and the issued voice command is in¬ 
creased. A movement of the dog object DG, that is, an 
output message is changed as the degree of relation Lv 
is increased. The change of the output message allows 
the player to enjoy a series of operation for teaching the 
dog object DG to do the trick. 

[0127] It is noted that although the number of the reg¬ 
istered voice (unspecified registered voice) having the 


degree of relation Lv indicating "1" or "2" is not limited in 
this embodiment, it is also appropriate that the upper limit 
of the unspecified registered voice is "5", for example, 
and the oldest unspecified registered voice is erased in 
response to registration of the sixth input voice. 

[0128] Furthermore, although it is assumed that the 
trick is taught to the object in this embodiment, it is need¬ 
less to say that an action except for the trick can be taught 
to the object. 

[0129] It is noted that the present embodiment is for 
performing the above-described simple process consid¬ 
ering the fact that there is no need to completely analyze 
the voice in a game such as an action game that is re¬ 
stricted in command, that is, the game restricted in com¬ 
mand does not need a process at a large load such as 
specifying a word indicated by the input voices by ana¬ 
lyzing distribution of the frequency. 

[0130] It is noted that although the LCDs 12 and 14 
are vertically arranged in the above-described embodi¬ 
ment, the arrangement of the two LCDs may be changed 
as necessary. That is, the LCDs 12 and 14 may horizon¬ 
tally be arranged. 

[0131] Furthermore, although two LCDs each display¬ 
ing a screen are provided in the above-described em¬ 
bodiment, the number of the LCDs as a display portion 
may be changed as necessary. That is, it is appropriate 
that one LCD in the longitudinal shape is provided, and 
by vertically dividing the area, the touch panel 22 is pro¬ 
vided on one side of the area. Thus, it is possible to dis¬ 
play two images on the respective areas. Or, it is appro¬ 
priate that one LCD in the transverse shape is provided, 
and by horizontally dividing the area, the touch panel 22 
is provided on one side of the area. Thus, it is possible 
to display two images on the respective areas. 

[0132] Although the present invention has been de¬ 
scribed and illustrated in detail, it is clearly understood 
that the same is by way of illustration and example only 
and is not to be taken by way of limitation, the scope of 
the present invention being limited only by the terms of 
the appended claims. 


Claims 

1. A command processing apparatus (10), comprising: 

a first requesting means (S7) for requesting an 
object to perform an action corresponding to a 
manual action instruction directed to the object; 
a fetching means (SI 7) for fetching a first voice 
command in relation to a requesting process of 
said first requesting means (S7); 
an object action control table store (98t) in which 
is stored assignments between actions and 
voice commands as well as their respective pa¬ 
rameter values indicating a degree of relation 
between the actions and voice commands; 
a retrieving means (S 19) for retrieving a second 
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voice command, being coincident with the first 
voice command, from among voice commands 
which are assigned to actions of the object; 
a first assigning means (S31) for registering and 
assigning the first voice command to the action 
requested by said first requesting means (S7) 
when said retrieving means (S 19) has failed in 
a retrieving process; and 
an increasing means (S53) for increasing the 
parameter value of the action to which the sec¬ 
ond voice command is assigned when the sec¬ 
ond voice command is the voice command as¬ 
signed to the action requested by said first re¬ 
questing means (S7), characterised in that 
said object is displayed on a screen (12,14); the 
action requested by the first requesting means 
is a predetermined action identified by said man¬ 
ual action instruction; and said command 
processing apparatus further comprises: 

a first display controlling means (S57, S59) 
for displaying, in response to said increas¬ 
ing means (S53) increasing the parameter 
value, said object displayed on the screen 
in a different manner indicative of the in¬ 
creased parameter value; 
a first decreasing means (S43) for decreas¬ 
ing the parameter value of a predetermined 
action which is assigned to the second voice 
command retrieved by said retrieving 
means (SI9) in response to the second 
voice command being different to the voice 
command assigned to the predetermined 
action requested by said first requesting 
means (S7); 

a canceling means (S47) for canceling the 
assignment of a voice command to a pre¬ 
determined action when the parameter val¬ 
ue indicates a default value; and 
a second assigning means (S49) for regis¬ 
tering and assigning the first voice com¬ 
mand to the predetermined action request¬ 
ed by said first requesting means (S7) when 
the assignment of a voice command to that 
action has been cancelled by said cancel¬ 
ling means (S47). 

2. A command processing apparatus according to 
claim 1, further comprising a second requesting 
means (S37) for requesting the object displayed on 
the screen (12, 14) to perform a predetermined ac¬ 
tion assigned to an input voice command. 

3. A command processing apparatus according to 
claim 1, further comprising a disabling means (S9) 
for disabling said fetching means (S 17) when the 
parameter value of the action requested by said first 
requesting means (S7) satisfies a condition. 


4. A command processing apparatus according to 
claim 3, wherein said disabling means (S9) disables 
said fetching means (S 17) when the parameter val¬ 
ue has reached a threshold value. 

5. A command processing apparatus according to 
claim 1, further comprising: 

a determining means (S23) for determining 
whether or not the parameter value of the action 
requested by said first requesting means (S7) 
indicates the default value when said retrieving 
means (S19) has failed in the retrieving process; 
and 

a second decreasing means (S27) for decreas¬ 
ing the parameter value noted by said determin¬ 
ing means (S23) when a determination result by 
said determining means (S23) is negative, 
wherein said first assigning means (S31) sus¬ 
pends a registering and assigning operation 
when the decreased parameter value is larger 
than the default value. 

6. A command processing apparatus according to 
claim 1, further comprising a second display control¬ 
ling means (S25, S41) for displaying a message dis¬ 
played on said screen in a manner indicative of the 
decrease of the parameter value. 

7. A program product to be executed by a processor 
(42) of a command processing apparatus (10), com¬ 
prising: 

a first requesting instruction (S7) for requesting 
an object to perform an action corresponding to 
a manual action instruction directed to the ob¬ 
ject; 

a fetching instruction (SI7) for fetching a first 
voice command in relation to said first request¬ 
ing instruction (S7); 

an object action control table store (98t) in which 
is stored assignments between actions and 
voice commands as well as their respective pa¬ 
rameter values indicating a degree of relation 
between the actions and voice commands; 
a retrieving instruction (S19) for retrieving a sec¬ 
ond voice command, being coincident with the 
first voice command, from among voice com¬ 
mands which are assigned to actions of the ob¬ 
ject; 

a first assigning instruction (S31) for registering 
and assigning the first voice command to the 
action requested by said first requesting instruc¬ 
tion (S7) when said retrieving instruction (S 19) 
has failed in a retrieving process; and 
an increasing instruction (S53) for increasing the 
parameter value of the action to which the sec¬ 
ond voice command is assigned when the sec- 
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ond voice command is the voice command as¬ 
signed to the action requested by said first re¬ 
questing instruction (S7), characterised in that 
said object is displayed on a screen (12,14); the 
action requested by the first requesting instruc¬ 
tion (S7) is a predetermined action identified by 
said manual action instruction; and said pro¬ 
gram product further comprises: 

a first display controlling instruction (S57, 
S59) for displaying, in response to said in¬ 
creasing instruction (S53) increasing the 
parameter value, said object displayed on 
the screen in a different manner indicative 
of the increased parameter value; 
a first decreasing instruction (S43) for de¬ 
creasing the parameter value of a predeter¬ 
mined action which is assigned to the sec¬ 
ond voice command retrieved by said re¬ 
trieving instruction (SI9) in response to the 
second voice command being different to 
the voice command assigned to the prede¬ 
termined action requested by said first re¬ 
questing instruction (S7); 
a canceling instruction (S47) for canceling 
the assignment of a voice command to a 
predetermined action when the parameter 
value indicates a default value; and 
a second assigning instruction (S49) for 
registering and assigning the first voice 
command to the predetermined action re¬ 
quested by said first requesting instruction 
(S7) when the assignment of a voice com¬ 
mand to that action has been canceled by 
said canceling instruction (S47). 

8. A program product according to claim 7, further com¬ 
prising a second requesting instruction (S37) for re¬ 
questing the object displayed on the screen (12,14) 
to perform a predetermined action assigned to an 
input voice command. 

9. A program product according to claim 7, further com¬ 
prising a disabling instruction (S9) for disabling said 
fetching instruction (SI 7) when the parameter value 
of the action requested by said first requesting in¬ 
struction (S7) satisfies a condition. 

10. A program product according to claim 9, wherein said 
disabling instruction (S9) disables said fetching in¬ 
struction (S 17) when the parameter value has 
reached a threshold value. 

11. A program product according to claim 7, further com¬ 
prising: 

a determining instruction (S23) for determining 
whether or not the parameter value of the action 


requested by said first requesting instruction 
(S7) indicates the default value when said re¬ 
trieving instruction (S 19) has failed in the re¬ 
trieving process; and 

a second decreasing instruction (S27) for de¬ 
creasing the parameter value by said determin¬ 
ing instruction when a determination result by 
said determining instruction (S23) is negative, 
wherein said first assigning instruction (S31) 
suspends a registering and assigning operation 
when the decreased parameter value is larger 
than the default value. 

12. A program product according to claim 7, further com¬ 
prising a second display controlling instruction (S25, 
S41) for displaying a message displayed on said 
screen in a manner indicative of the decrease of the 
parameter value. 


Patentanspriiche 

1. Befehlsverarbeitungsvorrichtung (10), die Folgen- 
des umfasst: 

ein erstes Anforderungsmittel (S7), das ein Ob- 
jekt auffordert, gemali einer manuellen Aktions- 
anweisung, die an das Objekt gerichtet wird, ei- 
ne Aktion auszufuhren; 

ein Abrufmittel (SI7), das einen ersten Sprach- 
befehl im Zusammenhang mit einem Anforde- 
rungsprozess des ersten Anforderungsmittels 
(S7) abruft; 

einen Objektaktionssteuertabellenspeicher 
(98t), in dem Zuweisungen zwischen Aktionen 
und Sprachbefehlen sowie ihre jeweiligen Pa- 
rameterwerte gespeichert sind, die einen Grad 
des Verhaltnisses zwischen den Aktionen und 
den Sprachbefehlen anzeigen; 
ein Abrufmittel (S19)zum Abrufen eineszweiten 
Sprachbefehls aus den Sprachbefehlen, die Ak¬ 
tionen des Objekts zugeordnet sind, wobei der 
zweite Sprachbefehl mit dem ersten Sprachbe- 
fehl ubereinstimmt; 

ein erstes Zuweisungsmittel (S31), das den er¬ 
sten Sprachbefehl registriert und den ersten 
Sprachbefehl der Aktion zuweist, die von dem 
ersten Anforderungsmittel (S7) angefordert 
wird, wenn das Abrufmittel (SI 9) in einem Ab- 
rufprozess fehlgeschlagen hat; und 
ein Erhohungsmittel (S53), das den Parameter- 
wert der Aktion erhoht, der der zweite Sprach¬ 
befehl zugewiesen ist, wenn der zweite Sprach¬ 
befehl der Sprachbefehl ist, der der Aktion zu¬ 
gewiesen ist, die von dem ersten Anforderungs¬ 
mittel (S7) angefordert wird, dadurch gekenn- 
zeichnet, dass das Objekt auf einem Bild- 
schirm (12,14) angezeigt wird; wobei die Aktion, 
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die von dem ersten Anforderungsmittel angefor- 
dert wird, eine vorherbestimmte Aktion ist, die 
von der manuellen Aktionsanweisung identifi- 
ziert wird; und die Befehlsverarbeitungsvorrich- 
tung des Weiteren Folgendes umfasst: 

ein erstes Anzeigesteuermittel (S57, S59), 
das als Reaktion auf das Erhohungsmittel 
(S53), das den Parameterwert erhoht, das 
Objekt anzeigt, das auf dem Bildschirm an- 
gezeigt wird, und zwar auf eine andere Wei- 
se, die den erhohten Parameterwert an¬ 
zeigt; 

ein erstes Verringerungsmittel (S43), das 
den Parameterwert einer vorherbestimm- 
ten Aktion verringert, die dem zweiten 
Sprachbefehl zugewiesen ist, der von dem 
Abrufmittel (SI9) abgerufen wird, und zwar 
als Reaktion darauf, dass sich der zweite 
Sprachbefehl von dem Sprachbefehl unter- 
scheidet, der der vorherbestimmten Aktion 
zugewiesen ist, die von dem ersten Anfor¬ 
derungsmittel (S7) angefordert wird. 
ein Abbruchmittel (S47), das die Zuweisung 
eines Sprachbefehls zu einer vorherbe¬ 
stimmten Aktion abbricht, wenn der Para¬ 
meterwert einen Standardwert anzeigt; und 
ein zweites Zuweisungsmittel (S49), das 
den ersten Sprachbefehl registriert und den 
ersten Sprachbefehl der vorherbestimmten 
Aktion zuweist, die von dem ersten Anfor¬ 
derungsmittel (S7) angefordert wird, wenn 
die Zuweisung eines Sprachbefehls zu die- 
ser Aktion von dem Abbruchmittel (S47) ab- 
gebrochen wurde. 

2. Befehlsverarbeitungsvorrichtung nach Anspruch 1, 
die des Weiteren ein zweites Anforderungsmittel 
(S37) umfasst, das das Objekt anfordert, das auf 
dem Bildschirm (12,14) angezeigtwird, urn eine vor¬ 
herbestimmte Aktion auszufuhren, die einem Einga- 
besprachbefehl zugewiesen ist. 

3. Befehlsverarbeitungsvorrichtung nach Anspruch 1, 
die des Weiteren ein Deaktivierungsmittel (S9) um¬ 
fasst, das das Abrufmittel (SI7) deaktiviert, wenn 
der Parameterwert der Aktion, die von dem ersten 
Anforderungsmittel (S7) angefordert wird, eine Be- 
dingung erfullt. 

4. Befehlsverarbeitungsvorrichtung nach Anspruch 3, 
wobei das Deaktivierungsmittel (S9) das Abrufmittel 
(S 17) deaktiviert, wenn der Parameterwert einen 
Grenzwert erreicht hat. 

5. Befehlsverarbeitungsvorrichtung nach Anspruch 1, 
die des Weiteren Folgendes umfasst: 


ein Ermittlungsmittel (S23), das ermittelt, ob der 
Parameterwert der Aktion, die von dem ersten 
Anforderungsmittel (S7) angefordert wird, den 
Standardwert anzeigt, wenn das Abrufmittel (S 
19) bei dem Abrufprozess fehlgeschlagen hat; 
und 

ein zweites Verringerungsmittel (S27), das den 
Parameterwert verringert, der von dem Ermitt¬ 
lungsmittel (S23) aufgezeichnet wurde, wenn 
ein Ermittlungsergebnis des Ermittlungsmittels 
(S23) negativ ist, wobei das erste Zuweisungs¬ 
mittel (S31) eine Registrier- und Zuweisungs- 
operation unterbricht, wenn der verringerte Pa¬ 
rameterwert grolier als der Standardwert ist. 

6. Befehlsverarbeitungsvorrichtung nach Anspruch 1, 
die des Weiteren ein zweites Anzeigesteuermittel 
(S25, S41) umfasst, das eine Mitteilung anzeigt, die 
auf dem Bildschirm angezeigt wird, und zwar auf ei¬ 
ne Weise, die die Verringerung des Parameterwerts 
anzeigt. 

7. Programmprodukt, das von einem Prozessor (42) 
einer Befehlsverarbeitungsvorrichtung (10) ausge- 
fuhrt wird und Folgendes umfasst: 

eine erste Anforderunganweisung (S7), die ein 
Objekt auffordert, gemafi einer manuellen Akti¬ 
onsanweisung, die an das Objekt gerichtet wird, 
eine Aktion auszufuhren; 
eine Abrufanweisung (SI 7), die einen ersten 
Sprachbefehl im Zusammenhang mit der ersten 
Anforderungsanweisung (S7) abruft; 
einen Objektaktionssteuertabellenspeicher 
(98t), in dem Zuweisungen zwischen Aktionen 
und Sprachbefehlen sowie ihre jeweiligen Pa- 
rameterwerte gespeichert sind, die einen Grad 
des Verhaltnisses zwischen den Aktionen und 
den Sprachbefehlen anzeigen; 
eine Abrufanweisung (SI9) zum Abrufen eines 
zweiten Sprachbefehls aus den Sprachbefeh¬ 
len, die Aktionen des Objekts zugeordnet sind, 
wobei der zweite Sprachbefehl mit dem ersten 
Sprachbefehl ubereinstimmt; 
eine erste Zuweisungsanweisung (S31), die den 
ersten Sprachbefehl registriert und den ersten 
Sprachbefehl der Aktion zuweist, die von dem 
ersten Anforderungsmittel (S7) angefordert 
wird, wenn das Abrufmittel (S 19) in einem Ab¬ 
rufprozess fehlgeschlagen hat; und 
eine Erhohungsanweisung (S53), die den Para¬ 
meterwert der Aktion erhoht, der der zweite 
Sprachbefehl zugewiesen ist, wenn der zweite 
Sprachbefehl der Sprachbefehl ist, der der Ak¬ 
tion zugewiesen ist, die von der ersten Anforde¬ 
rungsanweisung (S7) angefordert wird, da- 
durch gekennzeichnet, dass das Objekt auf 
einem Bildschirm (12,14) angezeigt wird; wobei 
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die Aktion, die von der ersten Anforderungsan- 
weisung (S7) angefordert wird, eine vorherbe- 
stimmte Aktion ist, die von der manuellen Akti- 
onsanweisung identifiziert wird, und das Pro- 
grammprodukt des Weiteren Folgendes um- 
fasst: 

eine erste Anzeigesteueranweisung (S57, 
S59), die als Reaktion auf die Erhohungs- 
anweisung (S53), die den Parameterwert 
erhoht, das Objekt anzeigt, das auf dem 
Bildschirm angezeigt wird, und zwar auf ei¬ 
ne andere Weise, die den erhohten Para¬ 
meterwert anzeigt; 

eine erste Verringerungsanweisung (S43), 
die den Parameterwert einer vorherbe- 
stimmten Aktion verringert, die dem zweiten 
Sprachbefehl zugewiesen ist, der von der 
Abrufanweisung (S 19) abgerufen wird, und 
zwar als Reaktion darauf, dass sich der 
zweite Sprachbefehl von dem Sprachbefehl 
unterscheidet, der der vorherbestimmten 
Aktion zugewiesen ist, die von der ersten 
Anforderungsanweisung (S7) angefordert 
wird; 

eine Abbruchanweisung (S47), die die Zu- 
weisung eines Sprachbefehls zu einer vor¬ 
herbestimmten Aktion abbricht, wenn der 
Parameterwert einen Standardwert an¬ 
zeigt; und 

eine zweite Zuweisungsanweisung (S49), 
die den ersten Sprachbefehl registriert und 
den ersten Sprachbefehl der vorherbe¬ 
stimmten Aktion zuweist, die von der ersten 
Anforderungsanweisung (S7) angefordert 
wird, wenn die Zuweisung eines Sprachbe¬ 
fehls zu dieser Aktion von der Abbruchan¬ 
weisung (S47) abgebrochen wurde. 

8. Programmprodukt nach Anspruch 7, das des Wei¬ 
teren eine zweite Anforderungsanweisung (S37) 
umfasst, die das Objekt, das auf dem Bildschirm (12, 
14) angezeigt wird, auffordert, eine vorherbestimmte 
Aktion auszufuhren, die einem Eingabesprachbe- 
fehl zugewiesen ist. 

9. Programmprodukt nach Anspruch 7, das des Wei¬ 
teren eine Deaktivierungsanweisung (S9) umfasst, 
die die Abrufanweisung (S 17) deaktiviert, wenn der 
Parameterwert der Aktion, die von der ersten Anfor¬ 
derungsanweisung (S7) angefordert wird, eine Be- 
dingung erfullt. 

10. Programmprodukt nach Anspruch 9, wobei die De¬ 
aktivierungsanweisung (S9) die Abrufanweisung (S 
17) deaktiviert, wenn der Parameterwert einen 
Grenzwert erreicht hat. 


11. Programmprodukt nach Anspruch 7, das des Wei¬ 
teren Folgendes umfasst: 

eine Ermittlungsanweisung (S23) zum Ermit- 
teln, ob der Parameterwert der Aktion, die von 
der ersten Anforderungsanweisung (S7) ange¬ 
fordert wird, den Standardwert anzeigt, wenn 
die Abrufanweisung (S 19) bei dem Abrufpro- 
zess fehlgeschlagen hat; und 
eine zweite Verringerungsanweisung (S27), die 
den Parameterwert durch die Ermittlungsanwei¬ 
sung verringert, wenn ein Ermittlungsergebnis 
der Ermittlungsanweisung (S23) negativ ist, wo¬ 
bei die erste Zuweisungsanweisung (S31) eine 
Registrier- und Zuweisungsoperation unter- 
bricht, wenn derverringerte Parameterwert gro¬ 
wer als der Standardwert ist. 

12. Programmprodukt nach Anspruch 7, das des Wei¬ 
teren eine zweite Anzeigesteueranweisung (S25, 
S41) umfasst, die eine Mitteilung anzeigt, die auf 
dem Bildschirm angezeigt wird, und zwar auf eine 
Weise, die die Verringerung des Parameterwerts an¬ 
zeigt. 


Revendications 

1. Un appareil de traitement de commande (10), 
comportant: 

un premier moyen de demande (S7) pour de- 
mander a un objet de realiser une action corres- 
pondant a une instruction d’action manuelle 
adressee a I’objet; 

un moyen d'extraction (S 17) pour extraire une 
premiere commande vocale en relation a un pro¬ 
cessus de demande dudit premier moyen de de¬ 
mande (S7); 

un stockage de table de controle d’action d’objet 
(98t) dans lequel sont stockees des attributions 
entre actions et commandes vocales ainsi que 
leurs valeurs de parametre respectives indi¬ 
quant un degre de relation entre les actions et 
les commandes vocales ; 
un moyen de recuperation (SI 9) pour recuperer 
une deuxieme commande vocale, etant identi- 
que a la premiere commande vocale, d’entre 
des commandes vocales qui sont attributes a 
des actions de I’objet; 

un premier moyen d’attribution (S31) pour en- 
registrer et attribuer la premiere commande vo¬ 
cale a faction demandee par ledit premier 
moyen de demande (S7) quand ledit moyen de 
recuperation (SI 9) a echoue dans un processus 
de recuperation ; et 

un moyen d’augmentation (S53) pouraugmen- 
ter la valeur de parametre de faction a laquelle 
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la deuxieme commande vocale est attribute 
quand la deuxieme commande vocale est la 
commande vocale attribute a Taction deman- 
dee par ledit premier moyen de demande (S7), 
caracterise en ce que ledit objet est affiche sur 
unecran(12,14) ;l'action demandee par le pre¬ 
mier moyen de demande est une action prede¬ 
termines identifiee par ladite instruction d’action 
manuelle ; et ledit appareil de traitement de 
commande comporte de plus : 

un premier moyen de controle d’affichage 
(S57, S59) pourafficher, en reponse a I’aug- 
mentation par ledit moyen d’augmentation 
(S53) de la valeur de parametre, ledit objet 
affiche sur I’ecran d’une maniere differente 
indicative de la valeur de parametre 
augmentee ; 

un premier moyen de diminution (S43) pour 
diminuer la valeur de parametre d’une ac¬ 
tion predetermines qui est attribute a la 
deuxieme commande vocale recuperee par 
ledit moyen de recuperation (S 19) en re¬ 
ponse au fait que la deuxieme commande 
vocale est differente de la commande vo¬ 
cale attribute a faction predetermines de¬ 
mandee par ledit premier moyen de deman¬ 
de (S7); 

un moyen d’annulation (S47) pour annuler 
I’attribution d’une commande vocale a une 
action predetermines quand la valeur de 
parametre indique une valeur par defaut; et 
un deuxieme moyen d’attribution (S49) pour 
enregistrer et attribuer la premiere com¬ 
mande vocale a faction predetermines de¬ 
mandee par ledit premier moyen de deman¬ 
de (S7) quand (’attribution d’une commande 
vocale a cette action a ttt annulee par ledit 
moyen d’annulation (S47). 

2. Un appareil de traitement de commande selon la re- 
vendication 1, comportant de plus un deuxieme 
moyen de demande (S37) pour demander a I’objet 
affiche sur I’ecran (12,14) derealiser une action pre¬ 
determines attribuee a une commande vocale d’en- 
tree. 

3. Un appareil de traitement de commande selon la re- 
vendication 1, comportant de plus un moyen de dt- 
sactivation (S9) pour desactiver ledit moyen de¬ 
traction (SI7) quand la valeur de parametre de fac¬ 
tion demandee par ledit premier moyen de demande 
(S7) satisfait a une condition. 

4. Un appareil de traitement de commande selon la re- 
vendication 3, ou ledit moyen de desactivation (S9) 
desactive ledit moyen d'extraction (SI 7) quand la 
valeur de parametre a atteint une valeur de seuil. 


5. Un appareil de traitement de commande selon la re- 
vendication 1, comportant de plus : 

un moyen de determination (S23) pour determi¬ 
ner si oui ou non la valeur de parametre de fac¬ 
tion demandee par ledit premier moyen de de¬ 
mande (S7) indique la valeur par defaut quand 
ledit moyen de recuperation (S 19) a echoue 
dans le processus de recuperation ; et 
un deuxieme moyen de diminution (S27) pour 
diminuer la valeur de parametre notte par ledit 
moyen de determination (S23) quand un resultat 
de determination par ledit moyen de determina¬ 
tion (S23) est negatif, ou ledit premier moyen 
d’attribution (S31) suspend une operation d'en- 
registrement et d’attribution quand la valeur de 
parametre diminute est plus grande que la va¬ 
leur par defaut. 

6. Un appareil de traitement de commande selon la re- 
vendication 1, comportant de plus un deuxieme 
moyen de controle d’affichage (S25, S41) pour affi- 
cher un message affiche sur ledit ecran d’une ma¬ 
niere indicative de la diminution de la valeur de pa¬ 
rametre. 

7. Un produit de programme devant etre execute par 
un processeur (42) d’un appareil de traitement de 
commande (10), comportant: 

une premiere instruction de demande (S7) pour 
demander a un objet de realiser une action cor- 
respondanta une instruction d’action manuelle 
adressee a I’objet; 

une instruction d’extraction (S 17) pour extraire 
une premiere commande vocale en relation a 
ladite premiere instruction de demande (S7); 
un stockage de table de controle d’action d’objet 
(98t) dans lequel sont stockees des attributions 
entre actions et commandes vocales ainsi que 
leurs valeurs de parametre respectives indi¬ 
quant un degrt de relation entre les actions et 
les commandes vocales ; 
une instruction de recuperation (SI9) pour rt- 
cuperer une deuxieme commande vocale, etant 
identique a la premiere commande vocale, d’en- 
tre des commandes vocales qui sont attributes 
a des actions de I’objet; 
une premiere instruction d'attribution (S31) pour 
enregistrer et attribuer la premiere commande 
vocale a faction demandee par ladite premiere 
instruction de demande (S7) quand ladite ins¬ 
truction de recuperation (S 19) a echoue dans 
un processus de recuperation ; et 
une instruction d’augmentation (S53) pouraug- 
menter la valeur de parametre de faction a la- 
quelle la deuxieme commande vocale est attri¬ 
bute quand la deuxitme commande vocale est 
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la commande vocale attribute a Taction deman- 
dee par ladite premiere instruction de demande 
(S7), caracterise en ce que ledit objet est affi¬ 
cht sur un ecran (12, 14); I’action demandte 
par la premiere instruction de demande (S7) est 
une action predetermine identifiee par ladite 
instruction d’action manuelle ; et ledit produit de 
programme comporte de plus : 

une premiere instruction de controle d’affi- 
chage (S57, S59) pour afficher, en reponse 
a I’augmentation par ladite instruction 
d'augmentation (S53) de la valeur de para- 
metre, ledit objet afficht sur I’ecran d’une 
maniere differente indicative de la valeur de 
parametre augmentee ; 
une premiere instruction de diminution 
(S43) pour diminuer la valeur de parametre 
d’une action prtdtterminte qui est attri¬ 
bute a la deuxieme commande vocale rt- 
cuperee par ladite instruction de recupera¬ 
tion (S 19) en reponse au fait que la deuxie¬ 
me commande vocale est differente de la 
commande vocale attribute a faction prt- 
dtterminte demandte par ladite premitre 
instruction de demande (S7); 
une instruction d’annulation (S47) pour an- 
nuler I’attribution d’une commande vocale 
a une action prtdtterminte quand la valeur 
de parametre indique une valeur par 
dtfaut; et 

une deuxitme instruction d’attribution (S49) 
pour enregistrer et attribuer la premitre 
commande vocale a I’action prtdtterminte 
demandte par ladite premiere instruction 
de demande (S7) quand I’attribution d’une 
commande vocale a cette action a ttt an- 
nulte par ladite instruction d’annulation 
(S47). 

8. Un produit de programme selon la revendication 7, 
comportant de plus une deuxieme instruction de de¬ 
mande (S37) pour demander a I’objet afficht sur 
I’tcran (12,14) de rtaliser une action prtdtterminte 
attribute a une commande vocale d’entrte. 

9. Un produit de programme selon la revendication 7, 
comportant de plus une instruction de dtsactivation 
(S9) pourdtsactiver ladite instruction d’extraction (S 
17) quand la valeur de parametre de I’action deman¬ 
dte par ladite premitre instruction de demande (S7) 
satisfait a une condition. 

10. Un produit de programme selon la revendication 9, 
ou ladite instruction de dtsactivation (S9) dtsactive 
ladite instruction d’extraction (SI7) quand la valeur 
de paramttre a atteint une valeur de seuil. 


11. Un produit de programme selon la revendication 7, 
comportant de plus : 

une instruction de dttermination (S23) pourdt- 
terminer si oui ou non la valeur de paramttre de 
I’action demandte par ladite premiere instruc¬ 
tion de demande (S7) indique la valeur par dt¬ 
faut quand ladite instruction de rtcuptration 
(SI9) a tchout dans le processus de 
rtcuptration ; et 

une deuxitme instruction de diminution (S27) 
pour diminuer la valeur de parametre par ladite 
instruction de dttermination quand un rtsultat 
de dttermination par ladite instruction de dtter¬ 
mination (S23) est ntgatif, ou ladite premitre 
instruction d’attribution (S31) suspend une opt- 
ration d’enregistrement et d’attribution quand la 
valeur de paramttre diminute est plus grande 
que la valeur par dtfaut. 

12. Un produit de programme selon la revendication 7, 
comportant de plus une deuxieme instruction de con¬ 
trole d’affichage (S25, S41) pour afficher un messa¬ 
ge afficht sur ledit tcran d’une manitre indicative 
de la diminution de la valeur de paramttre. 
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FIG. 2 
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FIG. 5 



21 

















EP 1 696 325 B1 


FIG. 7 
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